ObjectivesZZWe investigated the effects of depression on emotional regulation in adolescents with internet gaming disorder.
Stroop Match-to-Sample Task with emotional interference. Colored cue were displayed for 500 ms followed by interferer of 1700 ms. We used angry faces in emotion interfering condition as interferer and grey plate in neutral condition. The target word was either congruent or incongruent (for example, the target word 빨강, which means RED in Korean, was written in red font in congruent condition ; otherwise the target 파랑, which means BLUE in Korean, was written in red or green font in incongruent condition). Inter-trial interval was 1200 ms. 
